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Thank you for selecting the fun-filled “CONFLICT” game рак 
by VIC TOKAI, INC 


This official seal is your assurance that Nintendo® has reviewed 
this product and that it has met our standards for excellence in 
workmanship, reliability and entertainment value 

Always look for this seal when buying games and accessories 
to ensure complete compatibility with your Nintendo Entertain- 
ments System®.” 


THIS GAME 15 
Lic ENSED BY NINTENDO 
FOR PLAY ON THE 


ENTEATAMIMEnT 
SYSTEM 


ensed by Nintendo 





SAFETY PRECAUTIONS 


take time to read the important instructions in this booklet Observing 
the step by step instructions and complying with warnings will be your personal 


guarantee to greater game satisfaction over a long period of time 


1) This is a high precision Game Pak. Do not store it in plac that are very 
hot or cold. Never hit it or drop it, Do not take apart 
Do not touch the connectors о not get them wet or dirty Doing so may 
damage the Game Pak and/or the Control Deck 
Do not clean with benzene, paint thinner, alcohol or other such solvents 


Store the Game Pak in its protective sleeve when not in use. 


Always check the Game Pak edge connector for foreign material before in 


serting the Game Pak into the control Deck 


There may be areas on your screen that are not accessible, but this in no 
y 


y will impede game play 
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(1, | GETTING STARTED 


1. GOAL 


Game Overvi 


This is a war-simulation game which pits two powerful enemies against 


each other in modern warfare. The player is in command of the move- 
ment, battle operations, and supr all his units During battle, if the 


NORMAL mode has been selected, the player assumes personal control 


Over the actior 


Victory And Defeat 


al is to bring the enemy under your control and ultimately 


nquer all of his territory In one-player mode there are 16 maps 
ose from, In two-player mode there are 15 maps. Victory is achieved 


with the defeat of the enemy commander's unit 


NOTE The commanders unit, a tank unit, is inc 





2. CONTROLLER PARTS 


Game control is as follows 





Control pad Selection, cursor 
movement 


A button Make choice, activate 





B botton Stop action, cancel 





START button Unit function indicated 


SELECT button : Battle mode selected 
A button 


B button 
START button 





SELECT button 


Control pad 





3. START UP 


1) Selection of Mode & Number of Battle Units 
Pushing the START button on the Title Screen will bring up four selec 
tions, 1 Player, 2 Players,3 Units and All Units 
1 Players BLUE Player, RED Computer 
2 Players BLUE Player 1, RED — Player 2 
3 Units 3 units can be moved at once 


All Units All units can moved at once 


NOTE: All-Units mode is more difficult Three-unit me is recommend- 


ed for beginners 


Level of Difficulty (FAME POINT) 


Selecting 1-Player mode the level of difficulty appear on the screen 


If the level is high, FAME POINT (FP) will be necessarily | 


NOTE: FP is important in the production of new arms. If your FP is high, 
you can produc everal different ty of units If your units occupy : 


town ог an airport; or win a battle, you gain FP 





3 Map Selection 
MAP SELECT 


Any map from 1 to 15 may be selected 
16 is reserved 
1 winning a battle in ear 
maps, you receive an important 


later must be input be- 


fore entering map sixteen 
16 there are three levels of diffi- 
In order to play on this map, 
w must have first 5 


ords from map 


that, although )per 
may have been used, you cannot change 
levels upon entering a new map For 


example, if you ha 
from map 1 to map 10 


change to level two from map 11 through 





2| GAME PLAY 


MOVEMENT 


1) Selecting Units To Go Into Action 





Pad will allow yo 


button will make 


2) Production 


produce 


Use the A button to select (decide) which unit t 


NOTE: YC ODUCE A UNIT AFTER ALL PRE 


HAVE № 


2 units have 





3 Function of Units 


After moving the cursor to the selected unit, pressing the START button 


will display the function of that unit. Pressing the START button once 


more will bring you back to the origina Ben 


Unit Movement 


Bringing your cursor to the word MOVE, then pressing the A button will 


initiate a unit move, The Control Pad sets the direction The A button 


will execute the move 


NOTE: To cancel a move you must first direct the cursor to the word 
MOVE in the Command Window. Then press the B button to change 
the window to the YES NO options. Finally, move the cursor to the word 


NO and press the A button 





2. PRODUCTION 


Moving your cursor to the picture of the 
factory brings up the Production Screen 
The units indicated on the screen will be 
those that you can presently produce. How 
many units you can produce depends on 
There are two basic types of units 
ce, those for air combat and those 
ground warfare. You can selec 
only one type per turn (that is, only one unit production is possible until all 


units have been moved) 








NOTE If you manage to destroy the command unit guarding the 


the factory itself will disappea 





3. BATTLE 


When an enemy unit is adjacent to your unit, you can engage 2 enemy 
in battle Pressing the Control pad determines which adjace enemy unit 


will be engaged Pressing the A button twice begins 


1 Battle Screen 


Graphic Window Message Area 


Command communiques 
ns 


will be nin the and battle герх 


Graphic Wind 

RED Army 
BLUE Army 
Unit Name 
Endurance Роми Amm 
Ammunitior 

RED Army 
BLUE Army mand Area 


Command Area 





2 Battle Mode 
There are two 5 оза Ме, NORMAL and AUTO. 


«NORMAL 


In this mode you can react to it ос: In other 


eds, you wi inst an attacking enemy 


You will also be able to give appropriate commands in response to what 


is indicated in the Mes 


AUTO 

In this mode a ion is determined by 
the computer Pressing the SELECT 
button during a battle will allow you to 


switch ток Pressing the Control Pad 





will move the cursor to your choice of 
mode. Pressing the A button after this 


will put you into your select 


NOTE The mode and the scroll speed of the Message Window can 


change only once per battle scene 





3 Commands (IN NORMAL Mode) 


Commands available during battle are as follows 


«ACTION» 
Art Attack + Changes to Weapon Select Window 
Der Defanse » Changes to Defense Select Window 


Вет Retreat ‚ Allows defensive actions and, at times, a retrea 


«WEAPON SELECT COMMANDS 

Some units give you а weapons option 

Your choices are limited to two per unit 

The normal choice is standard equipment 

for which there is no ammo limit The 

second choice із for special equipment 

There is a limit on ammo for special 

weapons. The special weapons have 

more fire power and better < uracy than 

the normal weapons. Of course, the use of some special weapons may 


be inappropriate depending on the type of enemy that you encounter 





DEFENSE COMMANDS 


You should 1 appropriate defensive maneuvers against enemy attack 


There are a variety of maneuvers that you Can select There are usually 


six basic maneuvers 


MANEUVER 1 MANEUVER 2 MANEUVER 3 
MANEUVER 4 MANEUVER 5 MANEUVER 6 


MANEUVER 1 MANEUVER 2 MANEUVER 3 
Спапс of avoiding у avanding Chances of i 
enemy fire are г 

so high. But this against г age pecial 


can set up a good xy ant equipment 


- TI ER. Бш 
counter attack x 1 


Chances of av g C of avoiding Locate 
enemy fire are higt fire are gh evalu 
against both normal у can also counter- situation 
and special equip 

ment But you 


cannot counter- 


NOTE: Attimes maneuver 5 is not available 





4. SUPPLIES 


A units fuel and ammunition can be re-supplied There are two methods 
supply One is to use supply vehic of Cargo aircraft A second 


method is to move your unit to a т or airport where you can use special 


supply commands. Although both methods will allow you to completely 


refuel and Кор on ammo, only a stop at a town ог airport will allow you 


tó re-supply a unit that requires equipment repairs 








[3] [MAPS AND CHARACTERISTICS | 


The maps are organized into hexgons. These hexagon ! be mountains, 
woods, sea, s, ог airports The terrain in each hexagon has a dire 
effect on maneuverability and the extent to which yo an take evasive 


action 


WOODS 
Maneuverability (usage 2) 


Defense up b 


¿MOUNTAINS O 25 BARREN TERRAIN> 
Mar bility (usage 3) ee Lx uverability (usage 2) 
Defense up by 3 Ke № se normal 


1 Evasive action down 20 P ГІ Evasive action normal 





SHOALS ¿SEA 
Maneuverab 2) Land unit cannot move 
Defense normal 


Evasive action normal 


BRIDGE> на ENS (AIRPORT 


Maneuverability (usage 2) 7 Maneuverability (usage 1 
Defe up by 1 а - Defense r | 

Evasive action down 10% Да 5 Evasive ас normal 
| pied and 


repaired 


<TOWN 8 H «FACTORY? 
Maneuverability (usage 1) SIE. ; H No unit can go through 
eupby 2 


ive action down by Ben: Ем ction normal 








units supplied & 


repaired 





\ 


(4) | INTRODUCTION TO MILITARY UNITS | 


UNIT TYPES 

Both BLUE and RED forces have 18 types of units. 

classified as one of the following 

Attacker Air to Ground Jeep Grounc Ground 
Fighter Air to Air ? mando Grnd-Air; Grnd-Grnd 
Helicopte Air tc ound Infantrymen 

Battle tank Ground to Ground Supply vehicle 


Flag tank Ground to Air Supply plane 


2. ADVANTAGES AND DISADVANTAGES OF MILITARY 
UNITS. The chart below illustrates the advan- 


tage each of these four v pons has 


FIGHTER з oppositio Arrows point to the 


oe weapon with the weaker advantage 


0 All four of the units charted оп the left 
ATTACKER 5 ; 
than the supply 


B e. supply vehicle, infantrymen and 


FLAK PANZER mandos 





3. САМР 
1 BLUE CAMP 








The Apache is the 


structure and h 
ground weapor 











core 
MANDOS 





2 RED CAMP 


The Fulcrum 
equal to the 


" - AMO ДАМ 
WEAPON AMO AA 


exposed to the West Sid« 


mparable to the F 














The Gecko 
a SAG tank 


The BRDM2 is a small, lightweight, armored « 








4 | | RELATIONS | 


This table illustrates how various BLUE camp wear 


compete against the RED camp v 


RED FC 











BLUE 
A 1 0 
АУ 8B 
АН 15 
AH—6 4 
KC-135 
SUPPLIER 
МТАТН 
FACTORY 





Equal strength х Complete defeat 


© At advantage 4 At disadvantage 





Р = 
| COMPLIANCE WITH FCC REGULATIONS 
Tr equipment generates and used radio frequency energy and if not installed 

property, that i: \ Strict c ordance with the manufacturers instructions, may cause 
interference to D n nas been type tested and found to comply 
with the limits for г < „се in accordance with the specifications in 
Subpart J of Part И FC Rules, which are designed to provide reasonable prot 

against such interference in a residential installation, However, there is no quarantee that 
interfere will not occur in a particular installation. H this ypment does cause inter- 
ference to radio television reception, which can be determined by turning the equipment 


oH and on, the user is encouraged to try to corect the interference one or more of the 


following meası 
Reonent the receving antenna 
— Relocate the NES with respect to the receiver 
— Move the NES away from the receiver 
— Plug the NES into a different outlet so that computer and receiver are on different 
circuits 
Н necessary, the user ла consult the dealer or an ex ienced radio/television technici- 
an for additional suggestions. The user may find the following booklet prepared by the 
Federal Commun Commission helpful 
How to Identify and Resolve Radio — TV Interference Problems. 
This booklet is available from the U.S. Government Printing Office, Washington DC 
20402, Stock No. 004-000-00345-4 





304 vow. 55 Ave. Torrance, CA 


VIC TOKAI INC. warrants to the original purchaser only that the cartridge provided with 
this manual and the software program coded on it will perform in accordance with the de- 
scriptions in this manual when u with the specified equipmen o a period of 90 d 
from the date of purchase 
will be replaced, Simply return the C 
of purchase. F ment of the « ridge, free of charge to 17 gina puce (except 
fox the cost of returning the cartridge) is the full extent of our liability 

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR 
WRITTEN, EXPRESS OR IMPLIED. ALL IMPLIED WARRANTIES, INCLUDING THOSE OF 
MERCHANTIBILITY AND FITNESS FOR A PARTICULAR PURPOSE, IF APPLICABLE, ARE 
LIMITED IN DURATION TO 90 DAYS FROM THE DATE OF PURCHASE OF THIS PRODUCT 

VIC TOKAI INC. shall not be liable for incidental and/or cons intial damages for the 
breach of any express or implied warranty including damage to property and, to the exte 
permitted by law, damages for personal injury, even if VIC ТОКА! INC. has been адм! 
of the possibility of such damages. Some states do not allow Ше e sion or limitation of 


incidental or consequential damages or limitations on how long an implied warranty lasts, 
so the above limitations or exclusions do not apply to you 

This warranty shall not be applicable to the extent that any provision of this warranty 
is prohibited by any federal, state or municipal law which cannot be pre-empted. This 
warranty gives you specific legal rights and you may also have other rights which vary 
from state to state 





